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INTRODUCTION 


INTRODUCTION 


Ihe goblinoid races of goblin, hobgoblin and 
| bugbear have been a staple fodder for player 

characters since the dawn of role-playing, 
Individually they are seen as weak and Games 
Masters are eminently willing to use them in large 
numbers, the better to challenge their players. So- 
called heroes have slaughtered millions of the 
wretched creatures over the years on their way to 
tackling more deadly monsters, gaining the rewards 
that come from successive victories. 


That is about to change, Goblinoids have their own 
perspective of the world, their own society, beliefs 
and desires, Their purpose is not to simply populate 
the nearest ruin or cavern, awaiting the next party of 
adventurers to find them. These races have their own 
plans and motives — and woe betide any civilisation 
if such ambitions are ever realised. 


Towering over their smaller cousin; the goblin, and 
only a little shorter in stature than the largest 
goblinoid of all, the bugbear, hobgoblins are a martial 
race, dedicated to warfare, Eschewing many of the 
traits found in the other goblinoid species, they adopt 
military characteristics of civilised races and this 
alone can make them exceptionally dangerous, 
Coupled with a hatred of any race but their own and 
the ability to bully large numbers of ores and goblins 
into coherent fighting forces, hobgoblins represent a 
threat to all intelligent life when a tribe moves into a 
new region, 


Far from being just another critter for adventurers to 
hack apart whilst in some underground dungeon, you 
will soon discover why hobgoblins truly are 
dangerous. 


THE SLAYER’S GUIDES 


This series of supplements, designed for use in all 
fantasy-based D20 game systems, takes an exhaustive 
Took at specific monster races, detailing their beliefs, 
society and methods of warfare thoroughly. 

‘Typically, these will be the sorts of races often all but 
ignored by Games Masters and players alike who 
view them as little better than cannon fodder. 


This outlook just has to be wrong. An entire race 
does not just suddenly materialise in the campaign 
world and there are very few who exist solely to wage 


war. What are they doing when the player characters 
are not around? 


HOBGOBLINS — 
A WORTHY FOE 


Each Slayer's Guide features one race, in this case the 
hobgoblins. Within these pages, you will find 
discussions on hobgoblin physiology, habitat and 
society, giving you a fundamental understanding of 
how this interesting and unique race operates. Their 
(very efficient) battle tactics are explained, in terms of 
what a party of adventurers may encounter and within 
huge land battles that may alter the course of history 
itself, Games Masters are given guidelines on how to 
play hobgoblins in the game and an inspirational list 
of detailed scenario ideas is presented so they can be 
integrated into existing campaigns with minimal 
effort. Players are even given the chance to try their 
role-playing skills with hobgoblin characters. 


Finally, a complete hobgoblin lair is detailed to be 
used either as an extended encounter, the basis for a 
‘complete set of scenarios or even just an illustration 
of what hobgoblins are capable of, given enough 
time, 


As a player, you will gain a new respect for an old and 
familiar race. As a Games Master, you will know you 
are playing hobgoblins well when experienced 
parties start to retreat from cunningly prepared 
ambushes and lightning fast raids. 
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HOBGOBLIN PHYSIOLOGY 


HOBGOBLIN 
PHYSIOLOGY 


he average hobgoblin warrior is a creature 

| sure to strike fear into the heart of any normal 

man, dwarf or elf. Standing between six and 

seven feet tall, hobgoblins have well developed 
muscles born from a lifetime of warfare and are 
surprisingly agile for their stature. Their flattened 
noses, pointed ears and almost feline faces mark them 
unmistakably as one of the goblinoid races, but an 
observer not running in fear of his life might notice 
some important differences in comparison to goblins 
and bugbears. A hobgoblin’s weapons and armour 
would seem to be unusually well looked after, even 
polished, for what is supposed to be a primitive 
warrior, Far from adopting a goblinoid's traditional 
stealth, hobgoblins fight in rigid and disciplined 
formations, easily a match for any unit from one of 
the more civilised races. 


Despite being nearer in size and mass to bugbears, 
hobgoblins are physically closer in form to the 
smaller goblins. However, they are much 
stronger and tougher than their diminutive 
cousins and have a very different outlook on 
the world. In the few studies that have been 
performed on the goblinoid races, beyond 

mere adventurer boast and banter, there has 
been no evidence that hobgoblins are any 
‘more intelligent, It is their natural 
aggressiveness and innate discipline that 
allows them to accomplish far more, to the 
extent a tribe is able to dominate all manner 
of creatures, even those physically stronger, 


Their highly developed senses are a legacy 
from their goblinoid origins and are far 
superior to those of any human, approaching 
the sensitivity of an elf. A hobgoblin’s finely 
attuned hearing seems to be able to not only 
detect the faintest of noises in relative 
silence, but also has the ability to pick out 
and filter individual sounds from a multitude 
of sources, even during pitched battle. It has 
been theorised that far from being a natural 
talent, this capability is hammered into 
hobgoblins from an early age, as goblins and 
bugbears do not seem to demonstrate 
anything similar, though their own hearing is at least 


as good. The benefits of hearing your unit leader's 
voice barking commands in the midst of deafening 
combat are obvious. 


Size, weight and muscle power aside, the defining 
difference between hobgoblins and related races, 
physiologically speaking, is their relative lack of 
stealth. Goblins and bugbears demonstrate a 
consummate ability to utilise any shadow or terrain 
feature to mask their approach upon an enemy and 
even when fully armed for battle they are able to 
make near soundless passage. It is apparent that 
somewhere along their history, hobgoblins lost much 
of this capability and though some few individuals 
are adept at stealth tactics in combat situations, as a 
race they are noticeably inferior when performing 
such careful actions. It is this one deficiency alone 
that may permit many goblins to live freely and not 
be part of an entirely enslaved race, subservient to 
hobgoblins everywhere. 


OF ORIGINS 


Placed squarely between goblins and bugbears on a 
physical basis, hobgoblins have often posed scholars 
and other students with interesting questions and 

speculations concerning the origin of the species. It 


HOBGOBLIN PHYSIOLOGY 


is often presumed that goblins and their kin have 
existed in the world for at least as long as dwarfs and 
elves. There are certainly very old histories and 
legends telling of their existence and they are well 
situated within the myths of most civilised races. 
‘Their proliferation throughout the world attests to 
both their long and tumultuous history, as well as 
their stubborn refusal to be wiped out by the likes of 
man and dwarf. Given this, it seems a likely 
assumption that hobgoblins should be the most 
successful and prolific of all their kin, Adventurers, 
and scholars alike deem the hobgoblin to be the 
strongest goblinoid race, not least because they 
exhibit so many human-like characteristics. Texts 
have been written about the likelihood of hobgoblins 
someday creating an entire nation of their own in the 
mould of the civilised races, clearly surpassing any 
such predictions for ores who are often, and 
incorrectly, viewed as a goblinoid race. So, the 
question must be raised; if hobgoblins are so 
capable, respond readily to discipline and es 
dominate other races, why are they not more 
common? Indeed, why are the civilised races not 
constantly engaged in full scale warfare against large 
and self-sustaining hobgoblin empires? 


The pervading misconception is, of course, that being 
‘mere monsters, hobgoblins have neither the wit nor 
the will to succeed as man, dwarf and elf has, To any 
who have made the most cursory study of the 
hobgoblin race, this reasoning is utter folly, perhaps 
dangerously so. There are far too many recorded 
incidents throughout history of hobgoblins 
destroying powerful armies and breaking immense 
fortresses for them to be dismissed in this way. 


Many scholars, loremasters and other deep-thinkers 
believe instead that, given the hobgoblins" racial 
supremacy amongst others of their kind, their relative 
rarity demonstrates that they are in fact a newer race, 
opening up the debate of how they actually came into 
being. Such men are also strong advocates for the 
culling or even methodical genocide of the entire 
race, living as they do in fear of eventual hobgoblin 
mastery across the entire world. Needless to say, such 
raised concems are often ridiculed, With the 
wilderness full of orcs, dragons, legions of the dead 
and other foulness, hobgoblins are normally regarded 
as but one threat amongst many. 


Discussions on the specific origins of hobgoblins are 
varied, but they all tend to follow a common theme in 
that the race is derived from goblins directly. Some 
tell of an ancient sorcerer, quite mad, who attempted 


to create a warrior race in order to overcome his rivals 
who commonly used unaugmented goblins to further 
their plans, Others presume hobgoblins were indeed 
artificially created, but dismiss the use of magic, 
citing instead a process of selective breeding such as 
that used to produce stronger and more aggressive 
war horses. Yet more pronounce that the creation of 
an entire race for war is an insane and time- 
consuming venture and propose that hobgoblins 
developed naturally from goblins and further, that 
bugbears developed from hobgoblins. This prompts 
speculation of a race even more powerful than the 
towering bugbears. 


For their part, hobgoblins rarely, if ever, speculate on 
their own origins and are content to leave such 
‘thoughts in the hands of their god, The Mighty One, 
and his adepts, The lesson is clear though. Any race 
as aggressive and capable as the hobgoblins is likely 
to have a profound impact upon any others it meets. 


DIET AND RELATED 
MATTERS 


Goblinoids are noted for their ability to subsist for 
ong periods of time on just about any organic matter 
they scavenge and this, more than anything else, 
points to a racial stubbornness to exist within habitats 
‘that any civilised race would shy away from. 
Hobgoblins seem to be a little more refined in their 
preferred tastes and, where possible, exist solely on 
meat and water. Horse flesh is a favourite and raiding 
parties seeking to steal all manner of livestock from 
other nearby races provide the primary source of food 
for a tribe. However, where meat is scarce, hobgoblins 
are perfectly capable of digesting an incredible array 
of material, even turning their hands to farming on 
occasion. The only foods they seem to avoid at all 
costs are carrion and, interestingly, cannibalism, the 
latter of which they absolutely shun though it is a 
common practice amongst other goblinoids. 


THE LIFE CYCLE OF THE 


HOBGOBLIN 


The life of a hobgoblin revolves around just three 
things; eating, making war and achieving a greater 
standing within the dominance hierarchy of the tribe. 
Individuals are expected to work towards the good of 
the tribe and are rewarded for successful results. Of 
interest is that whilst young are protected and seen as 
embodying the future of the tribe, the role of 
motherhood is not assigned any great standing. A 


HOBGOBLIN PHYSIOLOGY 


female hobgoblin may be respected as a warrior in her 
own right, but her duty to provide the tribe with new 
potential warriors, whilst expected, will never be 
rewarded. 


Physically, female hobgoblins look very similar to 
their male counterparts, particularly when dressed in 
full armour, to the extent that a member of any other 
race may have great difficulty distinguishing sexes, 
‘They are certainly capable of becoming as good a 
warrior as any of the males, though the female will 
rarely attain any position of true authority within the 
tribe’s structure, Whilst carrying young, her fighting 
ability, and thus her tribal standing, all but disappear. 
In common with other goblinoids, hobgoblins have 
no concept of long term relationships between sexes 
and though an especially weak female may be 
considered the property of a strong male, in general 
she will be fully capable of choosing her own mate 
for breeding purposes. 


The gestation period of a hobgoblin female is six 
months and she will typically bear two or three 
young. though life in a hobgoblin tribe is often harsh 
if not brutal and it is rare for more than one of the 
young to mature as an adult. Hobgoblin young 
develop fast and are capable of rigorous combat at the 
age of six, easily able to defeat any non-fighting 
member of the civilised races. They are considered 
adults within the tribe around the age of eleven or 
twelve, when they will join the other warriors. 


A hobgoblin may die of old age between sixty and 
sixty-five years, though it is exceedingly rare for any 
to reach this age. Most will die much sooner through 
battle or disease and only the adepts and clerics of a 
tribe have any real chance of attaining such great 
ages, as they are afforded greater levels of protection 
by the other tribal members. 


PHYSICAL VARIATIONS 


Hobgoblins tend to exhibit the same types of 
physical variation within the species as the other 
goblinoid races do in terms of hair, skin and eye 
colour. Commonly, skin colour is dark or red/orange, 
whilst the hair that covers all parts of their body bar 
hands, feet and face is typically dark red/brown or 
grey, Of more note is that such colour variations tend 
to breed true within a tribe so that each member is 
more or less identical in terms of colour. Exceptions 
can arise, however, and are often treated as figures of 
ridicule or as being Drafer, ‘not of the tribe.’ Needless 
to say, the life expectancy of any who are different is 


drastically reduced from the norm, 


‘The combination of dark skin and red eyes seems to 
be exceedingly rare and, rather than being subjected 
to vilification, such hobgoblins are usually accorded 
greater status within the tribal structure. Hobgoblins 
often portray their patron deity, referred to as The 
Mighty One, as bearing these colours and so it is 
natural to assume that such hobgoblins are seen as 
having been touched by the god and that he watches 
over their destiny. These individuals often become 
adepts or even clerics within the tribe. 


Exceptionally large males are often seen with their 
pale noses developing either a blue or red shade, the 
colour again dependant upon the tribe they were born 
into. The exact purpose of this colour change and the 
process of its development is not known, though it is 
certainly a natural phenomenon rather than being 
artificially applied. tis often presumed that such 
colourations, which become bolder as the male 
develops physically, make him somehow more 
attractive to hobgoblin females and thus increase his 
chances of mating, 


PSYCHOLOGY 


A hobgoblin’s life is one of constant conflict, not just 
against every race it meets, but also within itself, On 
the one hand, a hobgoblin shares many traits with the 
other goblinoids. It is merciless in nature, uncaring of 
other sentient beings and utterly dedicated towards 
its own personal advancement, From the earliest age, 
however, a hobgoblin is taught that the tribe as a 
whole is of all-importance and that true strength and 
power are bestowed by its underlying order. 
‘Manifesting as a strong adherence to discipline that 
sets hobgoblins apart from every other related race, 
hobgoblins are relatively easy for their leaders to 
control and their belief in the strength of their own 
tribe is paramount, However, a hobgoblin is unlikely 
to be willing to lay down its life for others, merely 
that any personal advancement will take place 
through actions that benefit the entire tribe and are 
thus amply rewarded, 


An example of this can be found in the hobgoblins” 
attitude towards their young. Though capable of 
fighting at an early age, their young are kept far from 
any potential combat unless the tribal lair itself is 
actually being overrun by enemies. This is not out of 
any maternal or paternal feeling towards the young, 
merely that they represent the future of the tribe. 

All goblinoids display a hatred for any race other 


HOBGOBLIN PHYSIOLOGY 


than their own, but hobgoblins have developed an 
aggression that far outweighs that of their cousins. 
They vigorously pursue war and conflict as a way of 
day-to-day survival, gleefully attacking other races at 
any opportunity. Differing tribes of hobgoblins will 
readily battle one another and these other tribes are 
usually regarded as being no better than members of a 
different race, Of special animosity to a hobgoblin 
are the elves, a race that, in myth at least, dealt a 
murderous defeat to all goblinoids. This hatred 
permeates the entire race and hobgoblins have been 
witnessed in battle dispensing with their renowned 
discipline and actually bypassing several enemy 
units in order to strike at a sighted elf, 

Where a race is not wiped out by hobgoblins, it will 


be enslaved and dominated. Nowhere is this more 
true than with ores and goblins. Entire tribes may be 
rounded up and moved to the hobgoblin's own lair 
where they will be turned into slave labour or used as 
cannon fodder in future battles. Hobgoblins operate a 
brutal regime for any captive, viewing them no 
differently than beasts of burden, though it is said 
that hobgoblins treat their horses better than they do 
their slaves. Even bugbears may be subjugated in 
this manner, if the hobgoblins are given the chance. 


HABITAT 


HABITAT 


n common with the scourge that is the goblinoid 
Iz hobgoblins can be found in practically any 
nvironment all over the world. However, as well 
as being a litte less prolific than their goblin cousins, 
they are also wary of more extreme climates, being all 
too aware of the additional and often unnecessary 
dangers that can be posed by a harsh desert or frigid 
glacier. Whilst an adventurer may well find 
hobgoblin tribes in such regions, they are likely to be 
present only through the most dire of circumstances, 


In general, hobgoblins prefer more temperate areas, 
with forests and low mountains being particular 
favourites. Open grasslands, as tribal areas, are 
usually shunned, though they may be found in such 
places, travelling from one lair to another. They are 
very cautious when determining a region fora tribal 
air and by preference will choose an area that 
provides a great many hiding places or is extremely 
difficult for an enemy to reach, hence the number 
found in forests and mountains. Where this is not 
possible, hobgoblins look for defence when creating 
a lait, Ruined forts and underground cavern 
complexes or tunnel systems are popular choices. 


Though not generally nomadic by nature, hobgoblin 
tribes have been known to move from area to area in 
search of more prosperous lands. There are two 
circumstances that can cause this to happen. Firstly, a 
tribe’s lair may simply be located in an area that has 
become too dangerous to remain in, whether through 
a natural catastrophe or a determined resistance to the 
tribe’s constant raiding. A more powerful goblinoid 
tribe moving into the area may also cause a move, if 
they survive the initial battles. Secondly, and more 
commonly, a hobgoblin tribe may eventually exhaust 
all readily available resources and be forced to find a 
more bounteous arca. 


Unless disaster is imminent, a tribal chieftain will 
never risk his entire tribe by simply striking out into 
the unknown, Instead, small bands of scouts, 
‘numbering no more than five or ten of the tribe’s best 
warriors will be dispatched to locate and report on 
possible sites for a new lair. Such bands will take 
steps to avoid direct combat, concentrating instead 
on finding a new lair in an area that can support the 
entire tribe. 


There are several key factors hobgoblins will consider 
when searching for a new home. Most importantly, 
the surrounding area must be able to support the tribe 
in terms of both food and supplies. As the largest 
hobgoblin tribes can number well over three hundred 
warriors alone, with nearly twice as many young, this 
is no easy task to accomplish, The scouts will be 
looking for numerous weakly defended farmsteads 
and villages, abundant natural resources or several 
smaller goblinoid tribes the hobgoblins can begin to 
dominate and enslave. They will also attempt to get a 
sense of the balance of power in the new region. 
Though hobgoblins live to make war, they are by no 
means foolish and will avoid stronger tribes or 
civilised areas with professional standing armies. The 
defence of the lair itself is of prime concern so the 
scouts will be searching to identify areas that could 
be made to be impregnable against anything short of 
a direct, and very costly, assault by any sizeable army 


Once a suitable site has been found, a warband, often 
led by the tribal chieftain himself, will be sent to take 
the new lair and clear out any current inhabitants, 
More scouts will be used to locate food sources and 
the construction of defences, ranging from simple 
ditches to full blown repairs on ruined fortress walls, 
will commence. This is done with all speed, for it is 
at this time the tribe is at its most vulnerable, with 
neither the new lair nor the old fully defended. It will 
bbe the chieftain’s primary concem to bring the rest of 
the tribe to the new lair as quickly as possible and so 
the warband will work fast, taking no more than two 
or three days to complete the preliminary defences. 


Aside from a few warriors in the original warband, 
every warrior of the tribe will be used to protect the. 
‘movement of the tribe’s young and possessions as 
they make the journey to the new lair Generally, a 
tribal chieftain will go no further than fifty or sixty 
miles when moving in this way and so the task of 
relocating the entire tribe from the initial scouting to 
the abandonment of the old lair will take little more 
than a week. Being a critical time for the tribe, 
stragglers are not tolerated and any hobgoblin falling 
behind will simply be left to fend for itself. 


Once installed within the new lait, any neighbouring 
races will instantly notice the new arrivals” presenc 
Raiding parties are immediately mounted and begin 
to prey on neighbours and their resources. These 
raids are the hobgoblins' primary means of 
sufficiency and as food reserves are likely to be low 
after the relocation, the hobgoblins will be vigorous in 
their attempts to replenish stocks, with horses and 


other livestock being their main targets. The 
defences protecting the lair will also be reworked and 
built upon, becoming ever more elaborate and, by 
goblinoid standards, sophisticated, with initially 
even the young being drafted in to assist. Walls, 
watchtowers and often small engines of war will be 
constructed to prevent any attack from forcing the 
hobgoblins to move on once more. 

After a tribe has established itself in a new area, a 
constant process of war and raiding will begin, with 


just two aims in mind — the continued existence of 
the tribe and the utter destruction or domination of all 
intelligent life other than hobgoblin. 


HOBGOBLIN SOCIETY 


HOBGOBLIN 
SOCIETY 


Ihe vast majority of hobgoblins live as 

| members of tribes, though independent 

‘mercenary companies are also common. Tribes 

steadily grow in prosperous times with each 
hobgoblin having its own specific tasks to fulfil 
though every mature adult is considered first and 
foremost a warrior. A typical tribe will average 
around one hundred and fifty warriors or so, though it 
can grow to over twice that size in areas with many 
diverse resources or when two tribes fight and are 
eventually amalgamated by the victors into one 
‘There will also be a great many non-combatants in 
the form of the injured, young and pregnant females, 
perhaps tripling the size of the entire tribe in 
numbers. 


Though there can be infinite variation between tribes 
in terms of lair, equipment, specific culture and 
resources, all form a dominance hierarchy led by an 
overall tribal chieftain who is recognised as the 
greatest warrior of all and who likely attained his 
position through sheer force of arms. All authority 
within the tribe is derived directly from the chieftain 
and he (for there have been no recorded instances of 
females becoming chieftains) will maintain an iron 
grip on the order of the hobgoblins beneath him. 


Directly beneath the chieftain in terms of both rank 
and authority are his overlords, the most capable 
warriors of the tribe who act as unit leaders and 
bodyguards, There will generally be between four 
and twenty such overlords, depending on the size of 
the tribe, and they are noticeably better equipped 
than the bulk of the hobgoblins they lead. The 
chieftain personally selects warriors himself for this 
duty, usually after some great achievement in battle, 
though a scout consistently finding wealthy resources 
for the tribe to plunder may also be granted such 
status, 


Whilst hobgoblins have only the most tenuous grasp 
of a martial honour system, they do acknowledge that 
the laws of the tribe must come first in all things. 
When a chieftain dies for any reason, his successor 
will come from within the elite group of overlords 
who are already considered to be far superior to the 
average warrior of the tribe, Very rarely, the overlords 


may reach a consensus as to who the natural leader 
should be, especially if one of the overlords is 
considerably wealthier than the others, To a 
hobgoblin, excess wealth can only mean a large 
number of victories in battle and so it follows that the 
‘wealthiest have the best skill in arms. However, this 
is not the usual course of action as chieftains 
generally take great care to keep their overlords more 
or less equal to one another. Instead challenges, 
known as Surka will be issued to determine who has 
the right to lead the tribe. 


SURKA — THE TRIBAL 
CHALLENGE 


It is this system of challenges that forms one of the 
more remarkable aspects of hobgoblin society and 
something that distances them yet further from their 
goblinoid cousins. Any disputes in the tribe, from the 
ownership of a horse to the rightful leadership of the 
tribe will be resolved in one of two ways. Either the 
chieftain will arbitrate important issues with no room 
for argument or more commonly, a challenge may be 
issued, if the hobgoblin in question is so permitted; 


© No hobgoblin who is not considered a full warrior 
‘may challenge one who is (indeed, a hobgoblin 
who cannot fight for any reason will not have 
‘many rights at all within the structure of the tribe). 


© Only an overlord may challenge the chieftain and 
then only as a direct result of a claim to lead the 
entire tribe himself. 


No hobgoblin may challenge an adept. 


Adepts are held to exist beyond the authority of 
the tribe and are thus forbidden themselves to issue 
challenges. 


There are always witnesses to a call for Surka, indeed 
it is likely to draw a substantial crowd from tribal 
members and any melee weapons or armour owned by 
the protagonists may be used. Surka always ends 
when one combatant yields to his opponent. 
Thereafter, the matter in dispute is considered 
permanently resolved. The amount of damage a 
hobgoblin sustains in such a challenge is purely 
down to his own discretion and there is no loss of face 
for being forced to yield to a superior warrior. To the 
hobgoblin mindset, the fact that there is always a 
victor and a vanquished in battle is in perfect 
accordance with the natural order of their way of life. 
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On a practical level, this system of challenges ensures. 
any disputes within the tribe ean be resolved quickly 
and easily and yet do so in such a way that needless 
and wasteful loss of life is avoided. After all, no tribe 
is served by having its members slaughter one 
another, 


‘The only exception to this is when an overlord makes 
a direct challenge for the leadership of the tribe and 
this is something no hobgoblin will consider lightly. 
Overlords and adepts are the only members of the 
tribe permitted to advise the chieftain and question 
his orders, though it is understood that the chieftain’s 
final decision is just that — final. There are several 
circumstances, however, where an overlord may 
decide to take extreme measures against his chieftain 
and make an attempt for the highest position in the 
tribe. He may sincerely believe a chieñain's orders 
will irreparably harm the tribe, or he may have 
become powerful enough to believe he can overcome 
his leader. Nevertheless, this form of Surka is always 
fought to the death and the whole tribe is summoned 
to watch. This is done primarily so that the chieftain 
whomsoever it may be after the combat, is undisputed 
in his claims to rule the tribe as the ultimate 
embodiment of their combined strength. 


Because of this, assassinations or any form of foul 
play outside of Surka (in which any number of dirty 
tricks may be employed so long as others are there to 
witness it) are exceedingly rare in hobgoblin society 
Without the outward display of martial prowess, there 
might always be some element of doubt in a new 
chieftain’s ability to rule the tribe correctly and in a 
manner that will benefit all. As a chieftain’s own 
power flows from his position at the head of the tribe, 
this is the last thing he will want. 


DIVISION OF WEALTH 


Through the processes of raiding and racial 
subjugation, it is possible for a hobgoblin tribe to 
amass a large amount of wealth in a relatively short 
period of time. Hobgoblins, however, are very much a 
pragmatic race and material goods such as horses, 
weapons and armour are afforded greater worth than 
such abstract concepts as currency. That said, barter 
and exchange of items for coinage is possible 
between warriors and a great many silver and gold 
coins may find their way into the decorations of a 
‘warrior’s armour. 


It is the task of the chieftain to personally divide any 


plunder taken during a raid and hand a portion to 
each warrior who took part, The chieftain himself 
will claim around a quarter to a half of the total haul, 
depending on how successful the raid was considered 
to be. However, he is also expected to support the 
tribe with his own amassed wealth in lean times and 
also grant additional rewards to any warrior who 
performs exceptionally well in battle. Many 
chieftains may grumble at such expense but they 
know all too well their position relies on the 
continued unity of the tribe, with no room for 
dissension. 


Adepts and overlords all receive shares that are more 
or less even and will be between three and four times 
greater than that of an ordinary warrior. Those who 

cannot fight will never receive anything of their own. 


TECHNOLOGY AND 
INDUSTRY 


‘The preferred method of a tribe’s sufficiency is the 
raid. After all, what hobgoblin would want to toil in 
hard labour when they can simply fight and take 
anything they need or desire? Failing likely targets 
for such piratical activities, a hobgoblin's next ch 
will be to take the role of overseer. Having, 
subjugated another goblinoid tribe, the hapless slaves 
will be forced to toil in forests and roughly cultivated 
land to provide for a tribe’s sustenance, though 
chieftains rarely permit such a state of affairs to last 
long as their slaves are always easier to control in 
battle than when farming. 


If these two methods fail to support a tribe, 
hobgoblins certainly have the wit and intelligence to 
turn their own hands to the more fundamental means 
of survival. If the situation warrants such measures, 
blacksmiths, farmers and even shepherds can arise 
from the ranks of the warriors, These duties are 
allocated by the chieftain who will likely spend his 
‘own time searching for new raiding targets as few 
hobgoblins are likely to tolerate this labour for long. 
He may well only have a matter of weeks before he 
begins to face a succession of Surka challenges from 
his overlords. 


Very large tribes, which can number upwards of a 
thousand hobgoblins, can begin to suffer with so 
‘many mouths to feed and there are few areas that can 
support a tribe of this size through raiding alone. In 
these cases, tribes may be forced to turn to agriculture 
simply to supply enough food. Wise chieftains always 
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try to rotate warriors used in this labour and the 
cleverer ones may use it as a punishment detail that 
will cause no argument or possible recrimination. 


All warriors are capable of adjusting and repairing 
their own weapons and armour, which usually come 
from plunder taken in raids and they are, in fact, 
taught to do so from a very early age. The 
‘maintenance of one's own arms is considered an 
important duty within the tribe and failure to do so 
will bring the immediate, and usually unwelcome, 
attentions of the tribal chieftain. This is another mark 
that distinguishes the race from other goblinoids, as 
goblins and bugbears can be noted by their shabby 
armour and rusting weaponry, whereas a hobgoblin’s 
will likely be polished and shining. Taking into 
account their stature, units of hobgoblins have been 
mistaken for human soldiers at range, a fact that 
talented chieftains have used in the past to great 
effect. 


Hobgoblin tribes are also skilled in the construction 
of simple but effective defences for their lairs. Any 
hobgoblin lair, whatever its location, is 
likely to have a very large array of traps, 
ditches, grounded spikes and even 
primitive engines of war such as 
catapults and ballistae. Given time and 
a ready source of materials, a hobgoblin 
tribe may even attempt lange scale 
stonework though, as a rule, they much 
prefer to work with wood for speed and 
simplicity 


THE TRIBE AT 
WAR 


In open battle, hobgoblins form 
disciplined units led by an overlord that 
can rival the capabilities of any similar 
formation of humans, dwarves or elves, 
Where several units are engaged in 
combat simultaneously, mature young 
on the verge of adulthood will often be 
employed as runners, ferrying orders to 
each unit directly from the chieftain 
who will be fighting with a bodyguard 
of his most trusted overlords. The tribe 
will rarely engage in combat without 
the forward planning of the chieftain 
and every warrior will be instructed 
with precisely what he is expected to 
accomplish. This method of warfare, far 
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from being rigid, makes a hobgoblin tribe a very 
potent force that is difficult to overcome unless the 
enemy is able to achieve superiority either in quality 
of soldier or sheer numbers. 


It is not unusual for a tribal lair itself to come under 
attack, for as soon as the hobgoblins begin to prey on 
other goblinoids or civilised settlements, it can only 
be a matter of time before an army of some sort is 
raised to destroy them. When defending their own 
lair, hobgoblins are at their most dangerous. As well 

s the large number of defences tribes prepare, 
chieftains also use a system that humans and dwarves 
‘may define as standing orders. Each warrior is given 
long term instructions of where to go and what to do 
in the event of attack so when the alarm is sounded, 
the entire tribe can be mobilised and ready to fight 
within minutes, With sentries permanently in place, 
‘often in hobgoblin-built watchtowers, surprise is 
nearly impossible to achieve, 


Every hobgoblin tribe has its own banner that is 
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considered a prized possession of the chieftain. The 
design is usually a stylised icon that will reflect the 
name of the tribe and may also be found on the 
shields of some of the warriors. The tribal banner is 
normally kept safe within the chieftain’s own living 
space in the lair and only brought out in large-scale 
battles where the majority of the warriors will be 
fighting. It will be carried within the chieftain’s own 
bodyguard unit by a warrior the chieftain has 
personally selected either for special honour or great 
punishment, depending on how much the tribe 
actually reveres their banner, However, it tends to be 
the law of most tribes that if the warrior loses the 
banner, he is not expected to return to the tribe alive. 


Asa final note with regards to tribes and warfare, the 
most common cause of Surka against a chieftain is a 
serious defeat in battle. This is one likely reason that 
chieftains plan their battles so well and in such detail 

another indication that the hobgoblins are, at their 
core, a very pragmatic race. 


MERCENARY WARBANDS 


Outside the common tribal structure, there are a few 
hobgoblins who form warrior bands of their own, 
searching for ever larger battles and ever greater 
victories. They doubtless consider the fact they get 
paid for waging war a mere bonus. 


Hobgoblin mercenary warbands typically have 
between twenty and one hundred skilled warriors, 
with no place for young and those seriously injured. 
They usually form either from surviving warriors who 
‘manage to escape the shattered remnants of a broken 
tribe, or a group of hobgoblins who have grown 
dissatisfied with their chieftain, Unable or unwilling 


to challenge him they will simply leave, striking out 
for the unknown but determined to survive by their 
warrior skills. To the other members of the tribe, an 
action that weakens them to such a degree is an 
unforgivable betrayal, Systematic searches will be 
‘mounted to locate the absconding warriors and if any 
are caught they will be subjected to a protracted and 
painful death. 


Mercenaries will be willing to fight for almost 
anyone, with other goblinoid or ore tribes being the 
most common employers, though humans with few 
scruples have seen the value of the hobgoblins" 
disciplined approach to wat. Many come to regret 
such a warband in or near their settlements, however, 
as hobgoblins may demonstrate difficulty in 
adjusting to more civilised societies for however brief 
atime, When hobgoblin mercenaries are used in 
predominantly human armies, their warlike nature 
and love of horse flesh can create an uncontrollable 
friction with other fighting units, 


Hobgoblin mercenaries themselves have no such 
prejudices with who employs them and will literally 
fight for any who can pay. They can adapt well to life 
beyond the strict confines of their original tribe and 
quickly come to understand the values of both gold 
and reputation. It is relatively rare, for example, for a 
hobgoblin mercenary warband to intentionally betray 
its current employer, if for no other reason than they 
realise their chances of successive employment would 
likely disappear thereafter. With steady service and 
skilful fighting, hobgoblins amass more gold, which 
is in tum spent on weapons, armour and horses, which 
‘remain their true passions. 


‘The structure of a warband follows similar lines to 
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that of a tribe, with the overall captain (who may well 
term himself warlord after several successful 
engagements) commanding several sergeants of his 
‘own choosing, who in turn have authority over the 
regular warriors. Payment and plunder are also shared 
out in similar ways, with the captain taking up to half 
of each, though he is expected to arm and equip all 
his warriors regardless of circumstances. The more 
adventurous captains may even go to the expense of 
mounting their entire warband on horses rather than 
just having them eaten, once he understands how 
‘much more cavalry units can get paid. In fact, horse- 
riding hobgoblins are far more common in mercenary 
warbands than they are within tribes. 


Each warband will carry a banner into battle and a 
much greater significance is placed on this than 
within tribes. To a hobgoblin mercenary, the entire 
pride of the warband is bound into the banner and 
they will fight fiercely if itis ever captured by an 
enemy in combat, In addition to the warband's icon, 
again based on their name, there will also be stylised 
depictions of their greatest victories and thus their 
banner is a direct measure of their achievement and 


worth, When courting new employers, a captain will 
always bring his banner to negotiations, born by a 
powerful and intimidating warrior, as proof of what 
his warband has accomplished in its history. 


It is an inevitable fact that any hobgoblin mercenary 
warband is doomed from the moment of its initial 
formation. Its members will never retire from the joy 
they find on the battlefield and their hostility towards 
outsiders, even other hobgoblins, means they will 
never hire reinforcements. Itis the fate of every 
‘mercenary hobgoblin to one day be destroyed by his 
pursuit of war. 


RELIGION AND 
SPIRITUAL MATTERS 


Hobgoblins are not religious by any measure and 
though they are nominally bound together under the 
goblinoid deity known as The Mighty One, they 
rarely pay the god anything more than lip service 

until a real disaster strikes the tribe, Even then it may 
only take the form of blaming The Mighty One for 
their misfortune, 


Not every tribe will have adepts to service what few 
spiritual needs the hobgoblins may have and those 
that do rarely have more than half a dozen. Adepts 
tend to function outside of the chain of authority that 
runs through the tribe and they are considered 
inviolate when it comes to Surka and punishment — 
even the most irreverent of chieftains will be 
‘unwilling to court danger by harming a hobgoblin 
who is granted any amount of supernatural power 
directly from The Mighty One, Instead, adepts are 
primarily used in two ways by the tribe, When posed. 
with a particularly difficult problem, a chieftain may 
go to his adepts and consult with them for advice, 
though he may place no special value in what they 
say and will be under no compulsion to obey their 
words. Secondly, all adepts are expected to use their 
supernatural powers for the good of the tribe either in 
battle or in the normal day-to-day life of hobgoblins 
by overcoming trials and obstacles that might 
otherwise be laboured over. 


For their part, hobgoblin adepts make relatively poor 
‘worshippers of The Mighty One themselves and some 
may even secretly suspect the powers they wield 
come from within themselves rather than being 
channelled from any god. However, they are always 
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keen to capitalise on their status within the tribe as it 
grants immediate power and will always keep them 
far from any physical labour. This lack of duty 
towards The Mighty One seems to go unpunished by 
the god as hobgoblin adepts are no less skilled than 
their goblin counterparts. It can only be presumed 
that, by their very existence, hobgoblins continue to 
further The Mighty One’s grand scheme for all 
goblinoids. 


All adepts within a tribe are considered of equal 
standing, regardless of their relative skills. Power 
struggles between them are rare but can occur, 
especially if the chieftain is foolish enough to 
demonstrate any particular favouritism, Such 
struggles are usually ignored by the rest of the tribe 
but if other hobgoblins are brought in to aid one 
adept or another, the chieftain is likely to step in and 
resolve matters with his own undisputed authority. 


Clerics are exceedingly rare in any hobgoblin tribe, 
with perhaps one in twenty having a cleric of any real 
power. Along with far greater skills and powers than a 
mere adept, hobgoblin clerics are fanatical followers 
of The Mighty One and it is possible the one goes in 
hand with the other, The cleric's self-declared 
mandate to follow The Mighty One’s most minor wish 
can easily lead to direct confrontations with the tribal 
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chieftain. Any adepts in the tribe will likely consider 
themselves in the service of the cleric rather than the 
chieftain and this can create a powerful faction that 
can destabilise the entire structure of a tribe. Though 
not regarded as being part of the law of any tribe, a 
very powerful cleric may call Surka against the 
chieftain if he believes the leader to be weak and, 
successful, will become chieftain himself. This is not 
a common occurrence though as many clerics believe 
the running of a tribe is beneath their concerns and 
will only do so if they need to directly control every 
hobgoblin, or if they believe it is the demand of The 
Mighty One that they do so. 


It is rarer still for a hobgoblin cleric to follow any 
other deity than The Mighty One, though it has been. 
known to happen, Such clerics tend to be the most 
fanatical hobgoblins an adventurer will be 
unfortunate enough to meet, with their blood-erazed 
rages in battle a true phenomenon to witness, They 
are likely to have taken over the leadership of their 
tribe with a very specific purpose in mind, in 
accordance with their god’s wishes. This can lead to 
tribes of hobgoblins acting in very un-hobgoblinlike 
ways. 
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METHODS OF WARFARE. 


METHODS OF 
WARFARE 


hough both hobgoblin tribes and mercenary 

| warbands tend to be judged purely by the 

number of warriors they contain, this is often a 

false measure as these warriors are capable of 
fulfilling a variety of roles on the battlefield. Though 
dedicated in the main to raids and ambushes, any 
large group of hobgoblins is capable of conducting 
disciplined manoeuvres on an open battlefield that 
make them comparable to well-drilled human soldiers 
in terms of effectiveness and flexibility. Ultimately, 
this race can turn its hand to almost any military 
action with at least a reasonable degree of success. 


WARRIORS 


The regular hobgoblin warrior most will meet in 
battle will be formed up into units with other tribal 
‘members, numbering anything between twenty and 
one hundred overall, led by an overlord. The 
Majority will be clad in studded leather armour, 
bearing a large shield and a longsword, with javelins 
being a common addition for many. However, it is 
possible to find a great deal of variation in the way 
hobgoblins are armed and armoured, even between 
warriors belonging to the same unit, Longswords 
may be replaced by spears or battleaxes, or the shield 
may be discarded altogether so a greatsword or 
greataxe may be wielded, Tribes who have been 

ful in many raids and particularly wealthy 
mercenary warbands are likely to have large 
proportions of their warriors sporting chainmail. 
Breastplates and helmets are also popular choices 
amongst hobgoblins. 


ARCHERS 


Many tribes will have the resources to arm their 
warriors with longbows but, given the hobgoblin 
penchant for destroying enemies at close quarters, 
they tend to be employed only in the defence of a lair, 
or for specific and well-defined tasks. A chieftain may 
decide, for example, that an enemy needs to be 
thinned out before he orders an attack, or that the use 
of longbows would make a superior diversionary 
action possible. Whilst no hobgoblin could compete 
with an elf for marksmanship, when used en masse, a 
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volley of arrows can prove devastating to an 
opposing unit. 


CAVALRY 


Hobgoblins have been known to use cavalry to 
supplement their attacks, though this is far more 
common within mercenary warbands than with tribes. 
However, some tribal chieftains do see the value in 
such units, particularly if the terrain around their lair 
suits mounted warriors or if they have been defeated 
in the past by a charge of cavalry. Horses are the 
preferred mount of hobgoblins but given their dietar 
tastes, it can be very difficult keeping such a unit 
active for any great amount of time. 


SCOUTS 


Every fighting group of hobgoblins will maintain a 
select number of warriors whose battle skills are 
beyond reproach and who specialise in stealth tactics. 
These scouts are primarily used to locate and report 
back on settlements for future raids and attacks, or for 
tracking ambush targets as they near the main 
hobgoblin force, In battle, the scouts may join 
regular warrior units or operate in small groups, 
infiltrating enemy positions to create disruption and 
havoc, chasing down fleeing units, or simply harrying 
an enemy as they attempt to close on the hobgoblins" 
front line, Whilst their abilities to hide and move 
silently may even rival those of other goblinoids, 
such skills are always considered secondary to their 
strength in battle, Even these hobgoblins are 
warriors, first and foremost. They tend to opt for 
lighter armour than the traditional warrior, the better 
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to aid in their stealthy missions, and ranged weapons 
such as longbows and slings are very common. 


CHIEFTAIN’S RETINUE 


The most potent unit in a hobgoblin tribe, however, 
will always be led by the chieftain and is comprised 
of his most favoured overlords. These hobgoblins 
represent the very finest warriors of the entire tribe 
and, concentrated into one solid block, they are a 
very powerful force on any battlefield, There will be 
a huge variation in their weapons and armour, but it 
will be of a distinctly higher quality than that of any 
other warrior and it is here any magical weapons the 
tribe has in its possession will be found. This retinue 
is also likely to include a warrior who will hold the 
tribal standard aloft to be used as a focus and rallying 
point for the entire fighting force and also to mark the 
position of the chieftain at all times. If the tribe has 
one or more adepts, it is also likely that the banner 
will be magically charged with spells unique to 
hobgoblins and thus become a powerful weapon of 
war in its own right. The chieftain and his retinue are 
expected to lead by example and so can always be 
found at the forefront of any large hobgoblin assault, 
using their incredible martial skills to literally smash 
through enemy opposition and allow the rest of their 
force to sweep through broken and demoralised lines 
with catastrophic results 


OF RAIDS AND 
AMBUSHES 


Unless a target for a raid or ambush has a particularly 
formidable defence, it will be unlikely that even the 
majority of a tribe's warriors will ever be utilised at 
once. Even whilst the important business of war goes 
‘on, lairs still need to be watched and guarded, new 
raiding areas have to be scouted and even stronger 
defences constructed. 


A chieftain will always judge what size of force is 
required to win a battle, based upon the verbal reports 
of his scouts and hobgoblins tend to be uncannily 
accurate when estimating their enemies. The tribe's 
scouts will have scoured the terrain for miles in every 
direction, often working alone, seeking weak victims 
that can provide food and resources for the tribe. 
These scouts are very capable in what they do, able to 
gather preliminary information on an enemy in less 
than an hour, though they usually spend two to three 
days evaluating any one target, stealthily keeping 
their distance whilst memorising all they can about 
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their unsuspecting prey. In the main, they will search 
for lightly defended farmsteads and villages, main 
caravan routes and other goblinoid tribes, keeping far 
away from larger towns and fortresses until the tribe 
has drained every other resource in the immediate 
area, 


‘Their reconnaissance complete, they joumey back to 
the lair, where the chieftain will decide which of the 
targets his scouts have presented will be attacked 
first, as well as how many warriors will be committed. 
Plans of battle will also be made, taking into account 
an enemy's defences as well as the surrounding 
terrain, and the chieftain’s overlords will often take 
part in this process, volunteering to lead raids and 
even making suggestions to their leader. On rare 
‘occasions where the chieftain is less sure of what lies 
‘outside the lair, the tribe’s adepts may also be 
consulted. 


With plans set, the overlords then instruet each of 
their warriors in what they are expected to achieve in 
the coming battle. Strict objectives will be defined 
and adhered to. If the tribe is seeking horse flesh, for 
example, no hobgoblin will engage in wanton 
slaughter for the sheer joy of it unless he is 
welcoming of a chieftain’s punishment. That said, it 
is just as likely that a tribe's objective is the slaughter 
of every sentient being they can find. It could be said 
that orders for murder and destruction on this scale 
could be given to test the warriors’ mettle or to hone 
their fighting skills but, truth be told, hobgoblins 
often engage in such random slaughter simply 
because they enjoy it. They sincerely believe no 
other race but theirs has the right to exist in the world, 


Hobgoblins, as a race, are well suited to the following 
of well defined orders without variation and are more 
than capable of carrying out some of the more 
complex commands their chieftains may sometimes 
demand. The patience required in waiting for the 
right time to strike, the blood thirsty charge followed 
by the immediate breaking off of combat and the 
accurate timing of diversionary attacks are all well 
within the grasp of the most average of hobgoblin 
warriors. 


With their highly developed darkvision, hobgoblins 
prefer to attack at night, but they are equally suited to 
daylight battles, just as they are no less capable of 
subterranean warfare as they are on the surface of the 
world. They are well aware of how many other races 
suffer in darkness and have even been known to make 
intelligent use of fire in such battles. Tactics such as 


blinding their opponents and destroying their night 
vision, or employing scouts to create large fires that 
silhouette targets for archers have both been 
witnessed in some raids. 

Itis in the largest of battles, where the majority of a 
tribe's warriors are brought out to fight, that the 
hobgoblins’ cunning tactics and disciplined 
resolution to orders can impress even the most 
seasoned of generals. This is, thankfully for civilised 
peoples, a rare occurrence and usually only happens 
when a large town is being attacked or when a 
chieftain makes the decision to face an approaching 
enemy away from the lair, When hobgoblins fight in 
such numbers, they are unlikely to intentionally 
leave any survivors, be they trained soldiers or non- 
combatants. 


FACING THE TRIBE 


Imagine, for a moment, that you are the commander of 
an ad hoc army ready to fight off a large hobgoblin 
attack with the few meagre resources you have 
managed to pull together. An entire populated 
village is depending on your victory as the enemy 
approaches, 

If you were unusually observant, the first you may see 
of the hobgoblins approach may be a few scattered 
scouts, though they will likely be using their superior 
skills to stay hidden as they move into position, 
ready to carry out their chieftain’s orders. The solid 


warrior units appear soon after, marching in tight 
formation and ready to support one another when 
battle is joined. With their weapons shining in any 
available light, some previous victims have in the. 
past made the mistake of assuming the army was their 
own reinforcements. Such thoughts may be quickly 
forgotten, as the chieftain is spotted in the centre of 
the army, surrounded by the largest hobgoblins of the 
entire tribe, Next to him is a warrior, hoisting the 
erude-looking tribal banner high into the air, 
proclaiming to all that the hobgoblins have now 
arrived. 


As your own infantry move forward to engage, 
desperate to keep the hobgoblins away from the 
village, the warrior units on the flanks peel off and 
adopt far looser formations. Unslinging their 
previously hidden longbows, your infantry is now 
subjected to volley after volley of arrow fire. The 
hobgoblins then charge, led by the chieftain’s own 
retinue and a loud crash echoes across the battlefield 
as opposing shield lines clash violently. The 
chieftain uses the weight of his charge to smash the 
infantry units in front of him, creating a hole in your 
battle line that the nearest units of hobgoblin warriors 
rush to fill. Arrow fire continues to rain down on any 
infantry that have yet to engage the enemy and 
hobgoblin scouts begin rising from their hiding 
places to attack your units in the flank and rear, or to 
finish off the injured who by now are falling to the 
ground in huge numbers. Then, at a signal from the 
chieftain, hobgoblins mounted on horseback and 
armed with wickedly barbed spears rush from nearby 
woodland that your own huntsmen had previously 
claimed was clear. One by one, your units begin to 
turn and rout as the cavalry plough into their rear, 
only to be hacked down by blood-thirsty warriors. 
And the hobgoblin tribe wins yet another battle 


Moving forwards, the hobgoblins proceed to raze the 
village, slaughtering all they can find and stealing 
anything of value that can be carried back to the lair. 
‘The smoke rising high into the sky from the village is 
likely the last you will ever see of the settlement as 
you make a very hasty retreat from the disaster. 
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TACTICAL VARIETY 


‘The example above is neither typical nor unusual of a 
massed hobgoblin attack, as every chieftain has his 
own methods for defeating his enemies. Indeed, those 
who pursue such tribes can sometimes identify a 
particular raiding party of hobgoblins, simply by the 
tactics they employ. Such battles though, are 
generally the largest-scale in which hobgoblins are 
willing to fight, When, as has happened several times 
in history, a charismatic and powerful leader starts 
binding goblinoid tribes together to form a nation- 
defeating force, hobgoblins may well become a part 
of it and be used as shock troops, but these are 
exceptional circumstances. 

What has been portrayed in this chapter is a taste of 
the variety of tactics that any hobgoblin may use in 
combat, whether itis in razing a village, or facing a 
party of brave adventurers, They may not necessarily 
have any ‘set’ tactics, but will be able to quickly 
adjust to any new situation they find themselves in 
and, thus, must never be underestimated. There are 
fortresses now in hobgoblin hands, for example, 
being used as fortified lairs simply because the 
previous commander did not believe that hobgoblins 
were capable of siege warfare. Anyone who has 
previously fought hobgoblins will tell you that the 
best method to approach combat with them is to 
always assume that they are af least as intelligent as 
you are, 
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weaknesses of the players. 
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wish to challenge your players to their very limits, 

you could do a lot worse than have them attempt an 
WITH attack on a hobgoblin lir. It is here, in defence, that 

the hobgoblins can demonstrate their true mettle and 
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goblinoids." 
1 this chapter, we will look at how hobgoblins Imagine a typical lair for a moment. There are 
[= be integrated into an existing campaign and, defences and traps for at least a couple of hundred 
¡ore importantly, how a Games Master should yards in every direction. There are watchtowers, 
endeavour to portray them when they encounter the sentries and active patrols stretching much further 
player characters. Up to this point, you have learnt away. Catapults, ballistae and stations for longbow 
about every aspect of hobgoblin life, from their armed hobgoblins cover every conceivable approach 
disciplined martial skills to the physical traits that For pethaps months the chieftain, a formidable 
enhance theit ability to survive in a world eager to warrior in his own right, has constantly drilled the 
wipe them out. Now it is time to put all of that tribe in what to do in the event of an attack and this is 
information into practice. There is one golden rule one very important point to remember - within a few 
you must never forget in your games; short minutes of the alarm being sounded, every 
hobgoblin in the tribe will be armed, in position and 
Hobgoblins are not stupid! ready to fight. Most player characters are likely to 
need a small army to help them overcome such an 
The average hobgoblin is as smart as the average obstacle and losses will be high. 
human and whilst they do not have the same civilised 
societies that spread all over the world, they more On very rare occasions, the players may meet a few 
than make up for this with sheer cunning ‘stray’ hobgoblins and have fun defeating them in 
short order. This is fine. You can then put them up 
‘Too many Games Masters in the past have treated against the resources of an entire tribe where they will 
hobgoblins merely as critters for players to vanquish Soon develop a very strong respect for a race that has 
at the earliest opportunity, But every tibèng both numbers and martial prowess on its side. No 
warband has a history and no hobgoblin will have longer mere monsters, hobgoblins have the potential 
survived long enough to even meet the players if they — 10 be the nemesis of every player character in the 
had simply flung themselves into every available game. 


combat. 


At their core, hobgoblins are highly disciplined and 
very efficient warriors. Even with their overlord or 
chieftain slain, they will instinctively know when to 
push an advantage in combat and when to retreat 
from under an onslaught. In an attack, such as a raid 
or ambush, hobgoblins are likely to have planned the 
battle in advance, using secondary waves, 
diversionary forces and withering bow and javelin 
fire as and when required. Players should find that 
hobgoblins have an uncanny knack of manoeuvring 
units into positions where they will do the most 
damage. If, despite this forward planning, the players 
‘manage to start defeating their enemy, the hobgoblins 
will not wait around to be slaughtered, Instead, they 
will retreat behind a dedicated rearguard, regroup a 
good distance away and then strike back, this time 
having taken into account the strengths and 
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SCENARIO 
HOOKS AND 
IDEAS 


'obgoblins provide the Games Master with 

adversaries against the players. Characters of 
all levels may be challenged by the intelligent and 
militarily forward-thinking hobgoblins, to the extent 
that any party foolish enough to dismiss them as mere 
goblinoids may quickly find themselves in real 
trouble, 


Presented here is a short jump-off list of scenario 
hooks and ideas that a Games Master may use to 
introduce hobgoblins into an existing campaign. 


MERCHANT CONVOY 


A well-traversed caravan route through the wildlands 
has suffered greatly in recent months, with entire 
trains of wagons disappearing without trace, The 
players are hired to escort the next caravan to. 
discover what is happening and, if possible, put a 
stop to it. The Games Master can have plenty of fun 
with this type of scenario, planning ambushes and 
using the hobgoblins’ advanced grasp of tactics to 
hinder the players” attempts to remove them. 


ASSASSINS! 


A large force of goblins and ores has been detected 
nearly sixty miles away from a civilised settlement 
and appears to be approaching fast. Scouts and 
huntsmen have estimated that the oncoming horde 
will easily crush the meagre defences of the 
settlement and so the players are drafted in to attempt 
a reckless plan, A small group of hobgoblins have 
been spotted leading the force and it is supposed that 
their deaths will cause the ore and goblin army to fall 
apart through infighting. The players must stealthily 
center the enemy camp and destroy the hobgoblin 
presence without bringing huge numbers of other 
goblinoids down on their heads. 


THE SIEGE 


A nearby fort has recently fallen to a surprise 
hobgoblin attack. The defenders have all been slain 


and the hobgoblins are now in sole possession of the 
fort. The rest of their tribe cannot be far behind and 
once they arrive, the fort may prove to be all but 
ipregnable and the entire region will then fall under 
the domination of the hobgoblins. The players are 
hired to lead a small unit of militia to take back the 
fort and then hold it against the rest of the tribe when 
it arrives. The hobgoblins will try a direct assault at 
first but if this fails, they will begin to lay siege, 
trying successively more sophisticated and 
imaginative methods of attack. The Games Master is 
welcome to relieve the players with a larger army after 
a set amount of days, Or he could just leave them 
stranded... 


SWEEP AND CLEAR 


After a particularly gruesome battle, a combined force 
of goblinoids was finally shattered after plaguing the 
region for so long. However, a mercenary warband of 
hobgoblins became separated from the bulk of the 
force during the battle and managed to escape 
slaughter, Now hiding in the wilderness, they are 
conducting successive raids on the surrounding area 
and have already claimed many innocent lives. It is 
the task of the players to track the hobgoblin 
mercenaries down and destroy them. They will soon 
find, however, that these hobgoblins are veterans of 
many battles and know how to survive on their own 
whilst avoiding direct combat, 


ScouT HUNTERS 


‘The players are spending time in a village, possibly 
for rest and re-supply between adventures, when an 
alarm is raised — a hobgoblin has been spotted on the 
far outskirts of the settlement, It is known that there 
is a hobgoblin lair around sixty miles away to the 
west and they have been an unholy terror on the farms 
of the area. Up to this time, however, they have never 
come as far east as to attack this village. The 
presence of a lone hobgoblin could signal their 
intentions to start raiding further away from their lair. 
At all costs the scout must be captured or killed 
before he can alert his tribe as to the position and 
defences of the village, The players must hunt and 
track down this scout as the hobgoblin races back to 
his lair, eager to tell his chieftain of the rich plunder 
the village may yield. 


VENDETTA 


It is possible that, in one of the scenario ideas 
presented above, the players may have done a great 
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deal of serious damage to a hobgoblin tribe and yet 
left some survivors. Such hobgoblins, the only 
remains of a broken tribe, may well take a keen 
interest in the future actions of the players, tracking 
them down and then attempting to bring about their 
premature deaths. A strong hobgoblin warrior with 
rogue skills leading a dedicated warband could cause 
even high level characters some problems. 


HOBGOBLINS 
AS PLAYER 
CHARACTERS 


‘obgoblins have a tremendous scope to be 
Hs as player characters within the game, 

though caution is urged when introducing 
them as part of a regular party line-up alongside 
humans, elves (especially elves!) and the other races. 
The hobgoblin personality is one dedicated to war 
and the domination of every race not of their own, 
‘Though the idea of a hobgoblin gaining a conscience 
and working to atone for the crimes of his race may 
appeal to some, it is highly unlikely. This must be 
left to the discretion of the individual Games Master 
and his players. However, a hobgoblin-only 
campaign may have a great deal of length to it, 
whether the player characters are part of a tribe, have 
left for some reason or have formed a mercenary 
company. Such a campaign is likely to be military in 
nature and can provide a good break from “regular” 
adventuring sessions, with the party seeking to amass 
fame and fortune as mercenaries, or climbing up the 
dominance hierarchy of a tribe until they are capable 
of challenging the chieftain themselves. 


It is recommended that player character hobgoblins 
restrict themselves to Fighter, Rogue and Cleric 
classes though, as always, a players creativity should 
never be bound by any rulebook, If a suitable 
rationale is created for an unusual hobgoblin 
character, the Games Master is urged to indulge his 
player. As always, it is assumed that player character 
hobgoblins are above average when compared to 
other members of their race. 


HOBGOBLIN RACIAL 
TRAITS 


© +1 Dexterity, +1 Constitution, -2 Charisma: 
Hobgoblins are superior warriors but their relations 
with other people tend to be characterised through 
fear and dominance. 


© Mediumesize: As Medium-size creatures, 
hobgoblins have no special bonuses or penalties 
due to their size, 


Ø Hobgoblin base speed is 30 feet 


Ø Darkvision: Hobgoblins can see in the dark up to 
60 feet. Darkvision is black and white only but is 
otherwise like normal sight and hobgoblins can 
function just as well with no light at all 


Ø +4 racial bonus on Move Silently checks. 
Hobgoblins retain some of the stealth of their 
goblinoid cousins 


O + racial bonus to Fortitude and Reflex saves, 


© Bonus Feat: Alertness. Hobgoblins, as a race, are 
unusually observant of their surroundings. 


© Hide, Listen, Move Silently and Spot are always 
considered to be Class skills, regardless of what 
class the hobgoblin actually is. 


Ø Automatic Languages: Common and Goblinoid. 
Bonus Languages: Giant, Gnome, Ogre, Ore, Troll, 
Undercommon. 


Favoured Class: Fighter. A multiclass hobgoblin's 
fighter class does not count when determining 
whether he suffers an XP penalty for multiclassing. 
To a hobgoblin, warrior skills are paramount and 
are taught from an early age, 
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GRAVEN HILL 
BORDER FORT 


The Graven Hill border fort is provided as an example 
ofa hobgoblin lair. Whilst there is a great deal of 
variation between the specifies of such lairs it does 
give an indication as to the level of organisation a 
tribe can possess, as well as the extent the hobgoblins 
may develop their defences. Enough information has 
been given for dungeon masters to use Graven Hill as 
an extended encounter for their players, or even as the 
basis of several full-blown adventures, possibly 
utilising some of the ideas given in the Scenario 
Hooks And Ideas chapter. 


Graven Hill is typical of the many border fortresses 
that safeguard the lands of men from predators and 
invaders. Constructed nearly a century ago from 
locally quarried stone, it has remained a bulwark 
against the wild for all the human and halfling 
farmsteads and villages in the immediate area, with 
few enemies willing to launch any sort of attack 
simply because of its presence. However, such 
safeguards can breed a lax attitude and the forty or so 
soldiers stationed at Graven Hill began to grow 
disinterested in their preparations of defences and 
sentry duties. Even the walls began to crumble with 
little done to halt the process by the fort’s 
commander. When the Black Drake hobgoblin tribe 
attacked in the dead of one night, Graven Hill was 
overcome within an hour and no human was left alive 
inside its stone walls 


THE TAKING OF GRAVEN 
HILL 


‘The Black Drake tribe had been forced to relocate its 
Lair after the dwarves of the south finally moved 
against the hobgoblins in retaliation for months of 
successive raiding attacks on dwarven settlements. 
Faced with complete eradication at the hands of the 
vengeful dwarves, Mokvara, the tribal chieftain of the 
Black Drakes, had little choice to evacuate the cavern 
complex the hobgoblins had occupied, or be 
destroyed. The scouts of the tribe immediately began 
ranging ahead of the main body of hobgoblins, for 
Mokvara knew this was a critical time and feared that 
his tribe would be caught and annihilated by a 
dwarven force at any time, Never before had the 
Black Drakes been this vulnerable, Without a lair, 
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nearly four hundred hobgoblins could not be easily 
hidden and, if attacked, they might all die fighting. 


So it was with no small amount of relief that the 
scouts soon reported to Mokvara that a human fort 
had been found three days’ march to the north-west 
and, moreover, it seemed lightly defended enough for 
the tribe to conquer. Leaving the tribe to the 
leadership of one of the overlords, Lokandat, the 
chieftain led a large force of warriors to gain 
possession of Graven Hill 


By the time Mokvara gained sight of Graven Hill, 
more scouts had already moved into the area and 
having spent three days watching the fort, the human 
defenders blissfully unaware, they had discovered 
exactly how many men were inside and how 
relatively poor the defences were. Mokvara studied 
his foe carefully, keeping his army away from the fort 
and his plans began to formulate. His tribe would 
take longer to reach Graven Hill than he did and so he — | 
could perhaps expect their arrival in five days time, 
This effectively gave him nearly a week to breach the 
fort and wipe out its defenders with the minimum of 
cost on the part of his warriors. With time on his side, 
he consulted with his scouts as to which was the 
weakest wall of Graven Hill, whilst he ordered his 
warriors to begin the construction of two large 
catapults, using materials scavenged in nearby 
woodland. 


On the fourth night since their arrival, the hobgoblins 
attacked, whilst most of the humans slept. They 
managed to move their catapults into position and 
actually start firing at the weak east wall before any 
alarm was raised inside Graven Hill. Confusion 
reigned inside the fort, with archers firing blindly into 
the dark against an enemy all too aware of their 
presence. Longbow-equipped warriors closed range 
with the east wall, their superior darkvision allowing 
them to pick off many of the archers on the wall 
whilst themselves remaining hidden by the veil of 
night. After little more than half an hour's 
bombardment, the dilapidated east wall finally gave 
way to the hobgoblins assault, and the centre section 
half collapsed, The catapult fire ceased and Mokvara 
led the attack himself into the newly created breach, 
The slaughter began very quickly. Though every 
human in the fort was now armed for battle, many 
were still unsure as to the direction of the hobgoblin 
attack when the east wall was breached. 

Outnumbered by the hobgoblins, with many still 
terrified by the sudden night attack, they were cut 
down with merciless efficiency. Not one human was 


spared and the hobgoblins lost only half a dozen of 
their warriors in the subsequent fighting. 


A NEW HOME 


The rest of the Black Drakes tribe arrived in the. 
following day and Mokvara immediately set his 
hobgoblins to work, eager to fortify Graven Hill and 
make it more suitable for the goblinoid way of life. 
The chieftain was well aware how lax the humans had 
been in the upkeep of their fort and he had no 
intention of making the same mistakes. First, the two 
large catapults used to take the fort were 
disassembled and moved to the towers that stood 
either side of the breach they had made. Then began 
a dedicated and systematic rebuilding of Graven 
Hill's defences which, in the end, made it a far 
stronger position than it had ever been in its history. 


The breach in the east wall was repaired first, using 
thick wooden ramparts and supports, Whilst 
obviously not as strong as stone, the two catapults 
dominating a wide area in front of the wall would 
‘make any attack on the quarter difficult and Mokvara 
had plans to make it harder still. Two ballistae were 
hastily built to arm the western towers, wicked 
‘wooden spikes were placed at the foot of the walls 
and digging began on deep ditches that would almost 
completely surround Graven Hill and make it nearly 
impossible for an enemy to find easy progress, Three 
watchtowers were built away from the fort and more 
digging took place beyond the ditches, creating huge 
numbers of small potholes that would entrap any 
approaching cavalry and slow down those on foot. 
Only the main track leading from the gatehouse was 
lef clear of these potholes. For its part, the gatehouse 
was given a wooden portcullis, where none had been 
before, and large rocks were balanced on a series of 
ramps, ready to be sent crashing down on to the heads 
of any who tried to assault the gates. Only when all 
this was done, did work begin on the housing for the 
tribe as a whole, Whilst Mokvara and the tribe's 
adept, Foriar, had taken outhouses within Graven Hill 
for their quarters, the rest of the tribe started to build 
wooden huts for themselves in the centre of the 
courtyard, creating a kind of village within the walls 
ofthe fort. 


Whilst this renovating of Graven Hill was taking 
place, raids were established, but Mokvara was 
careful only to take what his tribe needed to survive 
and no more, knowing that if an enemy was provoked 
into attacking whilst the hobgoblins were still 
working on the defences, then the chances were the 


whole tribe may perish. With the defences as strong 
as the Black Drakes had made them, Mokvara felt 
confident enough to re-dedicate his warriors to 
raiding attacks and soon the whole region around 
Graven Hill began to feel the presence of the fort’s 
new masters, 


THE BLACK DRAKES 


The Black Drake tribe of hobgoblins has managed to 
strengthen the defences of Graven Hill fort to the 
point where it will take a major, dedicated assault by 
a large professional army to force them out. tis 
possible that Mokvara may become a little too reliant 
on the strength of his new lair and thus over extend 
his tribe when conducting raiding attacks, but he is 
constantly drilling his warriors in the defence of the 
fort and, as shown below, the Black Drakes have the 
resources to make a direct attack on Graven Hill a 
very costly process for anyone. 


Tribal Structure 

Mokvara, Tribal Chieftain 

3 Dire Wolves, Mokvaras own ‘pets’ 

Foriar Tribal Adept 

8 Overlords 

135 Warriors, all of which can be armed with 
longbows 

11 Scouts 

Approx. 200 Young and other non-combatants 
26 horses not kept for food and used as cavalry in 
raids 

2 Ballistae 

2 Large Catapults 
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Mokvara, Hobgoblin Tribal Chieftain 
Medium-Size Humanoid (Goblinoid) 

8" Level Fighter 

Hit Dice: 53 hp 

Initiative: +5 

Speed: 201. 

AC: 18 (+1 Dex, 47 chainmail +2) 

Attacks: Greatsword +12/+7 melee; or mighty 
composite longbow -9/+4 ranged 

Damage: Greatsword 2d6+5; or longbow 14842 
Face/Reach: 5 fi. by 51/5 ft, 

Special Qualities: Darkvision 60 fi. 

: Fort +10, Ref +5, Will +4 

16, Dex 13, Con 15, Int 14, Wis 10, Cha| 


Hide +6, Listen +5, Move Silently +7, 

Spot +6 

Feats: Alertness, Cleave, Improved Critical 
(greatsword), Improved Initiative, Power Attack, 
Weapon Focus (greatsword), Weapon Specialisation 
(greatsword) 


Challenge Rating: 7 

Treasure: Chainmail +2, Cloak of Resistance +2, 
Potion of Cure Serious Wounds 

Alignment: Lawful Evil 


Lokandat, Hobgoblin Overlord 
Medium-Size Humanoid (Goblinoid) 
4% Level Fighter 

it Dice: 19 hp 
Initiative: 45 
Speed: 20 f 
AC: 18 (+1 Dex, +4 scalemail, large shield =1) 
Attacks: Longsword +7 melee; or longbow +4 ranged 
Damage: Longsword 1d8+2; or longbow 148 
Face/Reach: 5 ft. by 5 11/5 ft 
Special Qualities: Darkvision 60 ft 
Saves: Fort +5, Ref +2, Will +1 
Abilities: Str 14, Dex 13, Con 13, Int 10, Wis 10, Cha| 
10 
Skills: Hide +6, Listen +4, Move Silently +6, 
Spot +6 
Feats: Alertness, Blind Fight, Improved Initiative, 
Power Attack, Weapon Focus (longsword) 


Challenge Rating: 3 
‘Treasure: Large shield +1 
Alignment: Neutral Evil 


Foriar, Hobgoblin Adept 

Medium-Size Humanoid (Goblinoid) 

2% Level Adept 

Hit Dice: 9 hp 

Initiative: 

Speed: 30 ft. 

AC: 14(+2 Dex, +2 leather) 

Attacks: Club +1, light crossbow +3 

Damage: Club 1d6, light crossbow 148 
Face/Reach: 5 f. by 515 fi 

Special Qualities: Darkvision 60 ft. 

Saves: Fort +2, Ref +3, Will +5 

Abilities: Str 11, Dex 15, Con 13, Int 12, Wis 14, Cha 
11 

Skills: Hide +1, Listen +3, Move Silently +3, Spot ~3} 
(+18 optional points to spend) 

Feats: Alertness 


Challenge Rating: 2 
Treasure: Potion of cure moderate wounds, potion 
of gaseous form 

Alignment: Lawful Evil 


THE BLACK DRAKES 
TODAY 


‘The Black Drakes tribe has now occupied Graven Hill 
for over nine months and has spread its area of 
domination to all the human and halfling settlements 
within a forty mile radius, Many of the closer 

villages and farms have been razed to the ground and 
others live under the perpetual fear of raiding attacks 
and murder. Three militia armies have been raised to 
destroy the hobgoblin threat, but all have been 
bloodily repulsed by the now superior defences of 
Graven Hill, A number of larger towns lie outside of 
the Black Drakes’ area of control and their peoples 
look on in fear of what the tribe may do next. 
Mokvara's main problem is that, despite the virtually 
impregnable nature of his lair, he lacks the numbers of 
warriors to attack such well defended settlements, but 
it can only be a matter of time as the tribe continues 
to prosper and grow that such plans come to the 
chieftain’s mind more frequently 


‘That it will be a major undertaking to reclaim Graven 
Hill for human hands is without question, for the 
hobgoblins guard their lait with eagle eyes and grow 
stronger with each passing raid. It is likely that only 
a protracted siege, completely cutting the tribe off 
from their food sources will enable a force to 
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sufficiently weaken the hobgoblins to allow an 
assault to take place, for with so many mouths to feed 
in such a relatively small area, the tribe is unable to 
keep a large amount of stores for such an eventuality 


‘The townsfolk who live near this ominous threat have 
received word recently that the Stone Maulers tribe of 
ogres has also moved into the area. Though their low 
numbers has yet to make a significant impact on any 
settlements, many hope that they will soon encounter 
the Black Drakes and that any battle fought between 
them will sufficiently weaken both tribes to the point 
where they may finally be combated effectively. 
Other, however, secretly dread what may occur next if 
the Stone Maulers and Black Drakes are somehow 
able to co-operate and join forces, for the ogres could 
represent the increase in his army that would allow 
Mokvara to finally attempt a major assault upon one 
ofthe towns. If that were to happen, no human or 
halfling within a hundred miles of Graven Hill could 
consider themselves safe. 


USING GRAVEN HILL 
Though hobgoblins are individually fairly weak, 
Graven Hill has been de 

a5 nigh impregnable as the Black Drakes 
are able to make it, Whole 

armies could literally smash 

themselves against 


its walls whilst leaving the tribe relatively unharmed. 
A party without even a small militia to back them up 
is going to have to be of quite high level if they are to 
survive Graven Hill. 


‘There is, however, one glaring weakness the Black 
Drakes have so far yet to contend with - magic. They 
have little in the way of magical defence beyond their 
thick walls and a party with access to particularly 
destructive spells will have a far easier time than 
most. 


When playing the hobgoblins of Graven Hill, Games 
Masters are urged to pay attention to the Role- 
Playing With Hobgoblins chapter of this supplement. 
Militarily, hobgoblins are highly advanced when 
compared to other goblinoids and you should make 
sure the party is aware of this through their actions 
rather than your own words. Just because the tribe is 
behind the walls of a fortress, the Black Drakes will be 
no less active in their tactical thinking. They will 
watch their enemies, weigh odds and launch attacks 
only when they believe they can win. If the party 
demonstrate any significant weaknesses within the 
defences the hobgoblins have constructed around 
Graven Hill, the tribe will move fast to build new, 
more effective ones. 


Asa final word, if your players also own the Slayer's 
Guide to Hobgoblins, you have our permission to be 
absolutely merciless to them — your players 
should know what to expect from 
intelligent and highly disciplined 
goblinoids after all! 


HOBGOBLIN RULES REFERENCE 


HOBGOBLIN 
REFERENCE 
LIST 


Whilst it is a truism that there is no such thing as an 
average hobgoblin, the following are provided as a 
quick and easy reference for you to use on short 
notice. However, Games Masters are encouraged to 
use the following entries as examples to build upon 
when creating truly unique adversaries for their 
players. 


Hobgoblin Tribal Chieftain 

Medium-Size Humanoid (Goblinoid) 

Tih Level Warrior 

Hit Dice: 7d8 +14(Con) +3(Toughness) (47 hp) 
Initiative: +1 

Speed: 20. 

AC: 16 (+1 Dex, +5 chainmail) 

Attacks: Greatsword +10/+5 melee; or mighty 
composite longbow +8/+3 ranged 

Damage: Greatsword 246+3; or longbow 1d8+2 
Face/Reach: 5 A. by 5 A/S f. 

Special Qualities: Darkvision 60 fi. 

Saves: Fort +7, Ref +3, Will +2 

Abilities: Str 16, Dex 13, Con 15, Int 12, Wis 10, Cha 
12 

Skills: Hide +1, Listen -3, Move Silently +3, Spot +3 
(+26 optional points to spend) 

Feats: Alertness, Toughness, Power Attack 


Challenge Rating: 6 
‘Treasure: Standard x3 
Alignment: Usually Lawful Evil 


Hobgoblin Overlord 

Medium-Size Humanoid (Goblinoid) 

3rd Level Warrior/1* Level Rogue 

Hit Dice: 3d8+3/1d6 -1 (20 hp) 

Initiative: +1 

Speed: 20 f. 

AC: 15 (+1 Dex, ~4 scalemail) 

Attacks: Greataxe +4 melee; or longbow +4 ranged 
Damage: Greataxe 1d12+1; or longbow 1d8 
Face/Reach: 5 f. by 515 f 
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Special Qualities: Darkvision 60 fi 
Saves: Fort +4, Ref +2, Will +1 
Str 13, Dex 13, Con 13, Int 10, Wis 10, Cha. 


Hide ~6, Listen +4, Move Silently ~6, Spot +6 
Feats: Alertness, Power Attack 


Challenge Rating: 3 
‘Treasure: Standard x2 
Alignment: Usually Lawful Evil 


Hobgoblin Adept 

Medium-Size Humanoid (Goblinoid) 
3rd Level Adept 

d6 +3(Con) (13 hp) 


Speed: 30. 

AC: 14 (92 Dex, +2 leather) 

Attacks: Club +1, light crossbow 43 

Damage: Club 1d6, light crossbow 1d8 
Face/Reach: 5 ft. by 5 5 ft 

Special Qu: Darkvision 60 ft 

Saves: Fort +2, Ref +3, Will +5 

Abilities: Str 11, Dex 15, Con 13, Int 12, Wis 14, Cha 
n 

Skills: Hide +1, Listen +3, Move Silently +3, Spot +3 
(+18 optional points to spend) 

Feats: Alertness, Brew Potion 


Challenge Rating: 2 
Treasure: Standard, +1d3 potions 
Alignment: Usually Lawful Evil 


Hobgoblin Warrior 

Medium-Size Humanoid (Goblinoid) 

Hit Dice: 1d8+1 (5 hp) 

Initiative: +1 (Dex) 

Speed: 30 ft 

AC: 15 (+1 Dex, +3 studded leather, +1 small shield) 
Attacks: Longsword +1 melee; or javelin ~2 ranged 
Damage: Longsword Id; or javelin 146 
Face/Reach: 5 ft by 5 ft/5 ft 

Special Qualities: Darkvision 60 ft. 


Saves: Fort +3, Ref +1, Will +0 
Abilities: Str 11, Dex 13, Con 13, Int 10, Wis 10, Cha 
10 


Skills: Hide +1, Listen +3, Move Silently +3, 
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Spot +3 AC: 12 (+1 Dex, +1 size) 
Feats: Alertness ‘Small club -1, small javelin (treat as dart) +1 
1d4 -1 1d4 
Challenge Rating: 1/2 fü by 5 fL/5 ft. 
Treasure: Standard. Special Qualities: Darkvision 60 ft. 
Alignment: Usually Lawful Evil Saves: Fort +2, Ref +1, Will -1 
Abilities: Str 9, Dex 13, Con 12, Int 9, Wis 9, Cha 11 
Skills: Hide +1, Listen +3, Move Silently +3, Spot +3 
Hobgoblin Young Fonta: Alertness 
Small-Size Humanoid (Goblinoid) 
0 Level Warrior 
Hit Dice: % (2 hp) 


Challenge Rating: 
‘Treasure: none 


Initiative: +1 Dex Alignment: Usually Lawful Evil 


Speed: 20 ft 


OPEN GAME LICENCE 


OPEN GAME LICENSE 


THIS LICENSE IS APPROVED FOR GENERAL USE. 
PERMISSION TO DISTRIBUTE THIS LICENSE IS MADE BY 
WIZARDS OF THE COAST! 


OPEN GAME LICENSE VERSION 1.04 
‘The following text is the property of Wizards of the Coast, Inc 
and is Copyright 2000 Wizards of the Coast, Inc ("Wizards"). All 
Rights Reserved, 


1. Definitions: (a)"Contributors” means the copyright and/or 
trademark owners who have contributed Open Game Content; 
(b)'Derivativo Material” means copyrighted material including 
derivative works and translations (including into other computer 
languages), potation, modification, correction, addition, 
extension, upgrade, improvement, compilation, abridgement or 
other form in which an existing work may be recast, 
transformed or adapted; (c) “Distribute” means to reproduce, 
license, rent, lease, sell, broadcast, publicly display, transmit or 
otherwise distribute; (0)"Open Game Content” means the game 
mechanic and includes the methods, procedures, processes and 
routines to the extent such content does not embody the Product 
Identity and is an enhancement over the prior art and any 
additional content clearly identified as Open Game Content by 
the Contributor, and means any work covered by this License, 
including translations and derivative works under copyright law, 
but specifically excludes Product Identity. (e) "Product Identity 
means product and product line names, logos and identifying 
marks including trade dress; artifacts; creatures characters; 
stores, storylines, plot, thematic elements, dialogue, incidents, 
language, artwork, symbols, designs, depictions, likenesses, 
formats, poses, concepts, themes and graphic, photographic and. 
other visual or audio representations; names and descriptions of 
characters, spells, enchantments, personalities, teams, personas, 
likenesses and special abilities; places, locations, environments 
creatures, equipment, magical or supernatural abilities or effects, 
Jogos, symbols, or graphic designs; and any other trademark or 
registered trademark clearly identified as Product identity by the 
‘owner of the Product Identity, and which specifically excludes 
the Open Game Content; (f) "Trademark" means the logos, 
mames, mark, sign, motto, designs that are used by a Contributor 
to identify itself or its products or the associated products 
contributed to the Open Game License by the Contributor (g) 
“Use”, “Used” or "Using" means to use, Distribute, copy, edit, 
format, modify, translate and otherwise create Derivative 
Material of Open Game Content, (h) "You" or "Your" means the 
licensee in terms of this agreement, 


2. The License: This License applies to any Open Game Content 
that contains a notice indicating that the Open Game Content 
may only be Used under and in terms of this License, You must 
affix such a notice to any Open Game Content that you Use. No 
terms may be added to or subtracted from this License except as 
described by the License itself. No other terms or conditions 
may be applied to any Open Game Content distributed using this 
License, 


3.0ffer and Acceptance: By Using the Open Game Content You 
indicate Your acceptance of the terms of this License, 


4. Grant and Consideration: In consideration for agreeing to use 
this License, the Contributors grant You a perpetual, worldwide, 
yalty-fic, non-exclusive license with the exact terms of this 
License to Use, the Open Game Content. 


S.Representation of Authority to Contribute: I You are 


contributing original material as Open Game Content, You 
represent that Your Contributions are Your original creation and! 
or You have sufficient rights to grant the rights conveyed by this 
License, 


6.Notice of License Copyright: You must update the 
COPYRIGHT NOTICE portion of this License to include the 
exact text of the COPYRIGHT NOTICE of any Open Game 
Content You are copying, modifying or distributing, and You 
must add the title, the copyright date, and the copyright holder's 
name to the COPYRIGHT NOTICE of any original Open Game 
Content you Distribute. 


7. Use of Product Identity: You agree not to Use any Product 
Identity, including as an indication as to compatibility, except as 
‘expressly licensed in another, independent Agreement with the 
owner of each element of that Product Identity. You agree not to 
indicate compatibility or co-adaptability with any Trademark or 
Registered Trademark in conjunetion with a work containing 
Open Game Content except as expressly licensed in anather, 
independent Agreement with the owner of such Trademark or 
Registered Trademark. The use of any Product Identity in Open 
Game Content docs not constitute a challenge to the ownership 
of that Product Identity. The owner of any Product Identity used 
in Open Game Content shall retain all rights, title and interest in 
and to that Product Identity. 


8. Identification: If you distribute Open Game Content You must 
clearly indicate which portions of the work that you are 
distributing are Open Game Content. 


9. Updating the License: Wizards or its designated Agents may 
publish updated versions of this License, You may use any 
authorized version of this License to copy, modify and distribute 
any Open Game Content originally distributed under any 
version of this License 


10 Copy of this License: You MUST include a copy of this 
License with every copy of the Open Game Content You 
Distribute. 


11. Use of Contributor Credits: You may not market or advertise 
the Open Game Coment using the name of any Contributor 
unless You have written permission from the Contributor to do 


12 Inability to Comply: If it is impossible for You to comply 
with any of the terms ofthis License with respect to some or all 
of the Open Game Content due to statute, judicial order, or 
governmental regulation then You may not Use any Open Game 
Material so affected, 


13 Termination: This License will terminate automatically if You 
fail to comply with all terms herein and fail to cure such breach 
within 30 days of becoming aware of the breach. All sublicenses 
shall survive the termination of this License, 


14 Reformation: If any provision of this License is held to be 
unenforceable, such provision shall be reformed only to the 
extent necessary to make it enforceable 


15 COPYRIGHT NOTICE 
Open Game License v 1,0 Copyright 2000, Wizards of the 
Coast, Ine. 


D20 LICENCE 


D20 System" License version 1.0 


By downloading the enclosed graphic files andor by returning 
the Confirmation Card as presented in the file "card pdf”, the 
Licensee ("You") accept to be bound by the following terms and 
conditions: 


1. Copyright & Trademark 
Wizards of the Coast, Inc. retains title and ownership of the D20 
System trademark logos, the D20 System trademark, and all 
other copyrights and trademarks claimed by Wizards of the 
Coast in The Oficial Wizards of the Coast D20 System 
‘Trademark Logo Guide version 1.0, incorporated here by 
reference. 


2. License to use 
You are hereby granted the non-transferable, non-exclusive, 
royalty-free license to use Ihe D20 System trademark logos, the 
D20 System trademark, and certain other trademarks and 
copyrights owned by Wizards of the Coast in accordance with 
the conditions specified in The Official Wizards of the Coast 
D20 System Trademark Logo Guide version 1.0. (the “Licensed 
Articles) 


3. Agreement not to Contest 
By making use of andor distributing material using the D20 
System Trademark under the terms of this License, You agree 
not to contest the ownership of the Licensed Articles 


4, Breach and Cure 
In the event that You fail to comply with the terms of this 
License, You will be considered to be in breach of this License 
Wizards of the Coast will attempt to notify you in writing by 
sending a Registered Letter to the address listed on the most 
recent Confirmation Card on file, if any. You will have 45 days 
from the date the notice (the "cure period”) to cure the breach to 
the satisfaction of Wizards of the Coast. If no Confirmation 
Card is on file, you will be considered to be in breach of this 
License immediately 


5. Termination 
lí, at the end of the cure period, the breach is not cured, Wizards. 
of the Coast may terminate this License without further written 
notice to You. 


6. Effects of Termination. 
Upon termination, You shall immediately stop all use of the 
Licensed Articles and will destroy any inventory or marketing 
material in Your possession bearing the D20 System Trademark 
logos. You will remove any use of the D20 System Trademark 
logos from your advertising, web site, letterhead, or any other. 
tse, You must instruct any company or individual that You are 
or become aware of who is in possession of any materials 
distributed by You bearing the D20 System Trademark logos to 
destroy those materials. You will solely bear any costs related to 
carrying out this term of the License 


7. Penalty for Failure to Comply with Termination 
Instructions 

1f You fail to comply with the Effects of Termination, Wizards of 
the Const may, at its option, pursue litigation, for which You 

shall be responsible for all egal costs, against You to the ful 
extent of the law for breach of contract, copyright and 
trademark infringement, damages and any other remedy 
available, 


8. Updates 


Wizards of the Coast may issue updates and/or new releases of 
the D20 System Trademark logos without prior notice. You will, 
at the earliest possible opportunity, update all material distributed 
hy You to use the updated andior new version of the D20 
System Trademark logos, You may continue to distribute any 
pre-existing material that bears an older version of the D20 
System Trademark logo, 


9. Changes to Terms of the License 
Wizards of the Coast may issue updates andor revisions to this 
License without prior notice. You will at the earliest possible 
‘opportunity, conform in all respects to the updated or revised 
terms of this License, For a period of 90 days You may continue 
to distribute any pre-existing material that complies with a 
previous version of the License. Thereafter written consent 
should be obtained from Wizards of the Coast, Subsequent 
versions of this License will bear different version number. 


10, Updates of Licensee information 
You may transmit an updated version of the "card pdr 
Confirmation Card at any time to Wizards of the Coast 


11. Notices to Licensor: 


Wizards of the Coast 
D20 System License Dept. 
PO Box 707 

Renton, WA 98057-0707 


12. No maintenance or support 
Wizards of the Coast shall have no obligation whatsoever to 
provide You with any kind of maintenance or support in relation 
to the D20 System Trademark logos. 


13. No Warranty / Disclaimer 
THE D20 SYSTEM TRADEMARK LOGO FILES ARE MADE 
AVAILABLE ON AN “AS I" BASIS. WIZARDS OF THE 
COAST DOES NOT MAKE ANY REPRESENTATION OR 
WARRANTY, WHETHER EXPRESS OR IMPLIED, AS TO THE 
FITNESS FOR A PARTICULAR PURPOSE, USE OR 
MERCHANTABILITY, WIZARDS OF THE COAST MAKES 
NO REPRESENTATION OR WARRANTY THAT THE D20 
SYSTEM TRADEMARK LOGO FILES ARE ERROR-FREE, 
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The Slayer's Guide to Hobgoblins is the first in a new series of comprehensive sourcebooks 
from Mongoose Publishing. It features extensive information on the military race of Hob- 
goblins, from their complex tribal structure to their very efficient methods of waging war. 


Games Masters will find a huge amount of new material they can incorporate into their 
existing campaigns, allowing them to portray hobgoblins with incredible depth. Players — |. 
will find each Slayer's Guide to be an invaluable tool for their survival, giving them that 
necessary vital edge. 


FOR GAMES MASTERS AND PLAYERS ALIKE E 
Requires the use of the Dungeons and Dragons® Player's Handbook, Third Edition, — y * 
published by Wizards of the Coast® Ip? 
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